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WELCOME TO X-WING VS TIE FIGHTER 
BALANCE OF POWER 


tiis expansion of the original X-Wing vs. 



TIE Fighter lets you fly for the Rebel 


I Alliance’s famous Rogue Squadron or join 
the Galactic Empire’s notorious Avenger 
Squadron. In the Rebel Campaign you will 
help the Alliance find a safe haven where a new 
base of operations can be established, all the 
while pursued by a deadly Super Star Destroy¬ 
er. In the Imperial Campaign you will serve the 
Emperor well by hunting down the fleeing 
remnants of the insurgency and destroying the 
starship factory that is their last hope. 
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IMPERIAL CAMPAIGN 
TASK FORCE VENGEANCE 

Imperial Fleet Intelligence Communications Intercept from the Airam Sector, 
Attributed to Airam Clan Leader flay: 

"They come from the Galactic Empire's side of the border ; but they're no 
friends of the Empire ♦ This we uttderstand because we have had our own 
problems with the Empire. They call themselves the Rebel Alliance and they 
seek to embroil us in their struggle to overthrow Emperor Palpatine. Speaking 
as the leader of my clan , l oppose the Airam Council's decision to ally with the 
Rebels . We have little to gain and much to lose in joining a war against the 
Empire « The Rebels are weak and in retreat; their victories have been minor 
and chiefly symbolic\ 

We long ago learned to avoid Imperial warships because of a few unpleas¬ 
ant incidents, and this has been an easy thing to do because they have so 
rarely entered our territory. Yet now we know they will come looking for the 
Rebels ; And we know how they deal with those who aid the Rebels . We owe 
our success to two things ? isolation , independence and utter ruthlessness . Oh 3 
three things!" 

The Airam Sector is a large area on the frontier of the Galactic Empire. 
Outside of Imperial control, it is seen as a haven for smugglers, pirates and 
other assorted scum. These criminals call themselves Airam Traders and are 
organized along clan lines. Known for their rapacious cunning, they have 
occasionally crossed the border to prey upon Imperial shipping. Aggressive 
patrolling by Imperial fleet forces has kept these activities to a minimum. 

In the wake of several serious defeats, Rebel forces have fled into this 
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sector. Intelligence reports indicate that the Rebels are seeking to establish a 
new base of operations and are actively recruiting among the Airam Trader 
clans. Their success is not assured, as the Airam are a fractious people who 
have never been unified. However, if the Airam can be united and persuaded 
to join the Alliance, their combined strength would pose a Serious threat. 
Given time, they could build a fleet with which to challenge Imperial power 
Admiral Wooyou Senn has been ordered to locate and destroy the Rebel 
forces* At his command is a substantial fleet* headed by his flagship, the Super 
Star Destroyer Vengeance. Admiral Senn’s fleet is authorized to use whatever 
means necessary to carry out this mission. The Airam clans have been 
informed that harboring fugitives will be interpreted as aiding and abetting 
our enemy. Such assistance will earn the wrath of Emperor Palpatine and 
place them in a losing war against the Empire, 

The first mission of the campaign will be spearheaded by the Imperial Star 
Destroyer Rage* The Rage has been selected because it is home to the elite 
Avenger Squadron. Avenger Squadron boasts some of the best starfighter 
pilots in the Imperial fleet. Their commander, E.C. “Easy” Nerwal, has a repu¬ 
tation for innovative tactics and has recently completed modifications to the 
Rage's entire complement of three starfighter squadrons. These modifications 
include shield systems and a jamming Beam weapon on Avenger Squadron’s 
TIE interceptors, doubled warhead capacity on Beta Squadron’s TIE bombers, 
and concussion missile launchers on Gamma Squadron’s TIE fighters. This 
starfighter complement gives the Rage significant improvement in overall 
capability that has earned it the point position. 
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REBEL CAMPAIGN- 
SPREADING THE REBELLION 

Transcript from Airam Council Meeting: 

“As clan leader for my people, I encourage the Airam Council's decision to 
ally with the Rebel Alliance . For far too long have we lived under the burden 
of Imperial laws and tariffs. Yes a it is true that the Imperial presence has 
always been low in this sector* But has no one else noticed the armada of war¬ 
ships that are beginning to patrol our borders, or the garrisons of troops now 
stationed at our spaceports f 

1 tell you now that the Empire will stop at nothing to find the Rebels , and 
will crush anyone who gets in its way How long will we sit idly by and let 
them take advantage of us? The time for action is now* With our combined 
strength, the Airam clans and the Rebellion can win 
back this sector ; and reestablish the 
free trade routes that have been 
our livelihood. There is a time I 
for peace, my friends, and 
there is a time for war. The 
time for war is now!" 
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To: All Alliance Forces 
From: Mon Mothma, Commander-in-Chief, 

Alliance Armed Forces 
Regarding: Operations in the Outer Rim 

For many throughout the galaxy, the Outer Rim is g 
as far away from the injustices of the Empire as one £ 
could hope to get. This area, which has 
become a haven for refugees, smug¬ 
glers and pirates, will now become 
our home. With the current 

scale of the Imperial fleet, they are still years away from a 
force vast enough to secure every system simultaneously. 

We must continue to use this time to our advantage. 

Our goals in this area of space are simple: to establish a 
strong presence in these outlying worlds; to inform the 
good beings of this area of the atrocities of the Empire; to 
assure them that there is hope; and to rally support wher¬ 
ever we can. Additionally, with the enormous scale of this 
sector; it is our hope to establish a new shipbuilding facility here to help com¬ 
plement the strength of our forces. Of particular interest to us are the abilities 
of a group of people in this sector known as the Airam Traders. These people 
have a great gift for starship modifications, very much like our allies the Mon 
Calamari. 

For years, the Alliance’s two main sources for acquiring starships have 
been Construction and defection. Of these, the latter has provided the most 
ships by far. It has been only recently that we have amassed enough resources 
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to significantly advance our starship production* As many of you know, we 
maintain a formidable presence in the Calamari system where the bulk of our 
starships are produced* Our forces stationed there are large enough to deal 
with a standard Imperial battle line, or perhaps even a small flotilla. However 
the defensive fleet operating in that sector could not hope to repel an attack 
made by a full Imperial task force. Only the Alliance fleet could hope to match 
such a force, and they are far too precious to risk in such an engagement. It is 
only a matter of time before the Imperials send such a task force to shut down 
our facilities there permanently. 

The facility we hope to establish in this sector is our insurance policy 
against such an occurrence. However, our situation is dire. Intelligence reports 
indicate that a very large task force has been sent to pursue us into the Outer 
Rim with orders to extinguish the fire of rebellion from the galaxy* The ships 
in this Imperial armada are extremely loyal to the Emperor, so the likelihood 
of their defection is remote. Furthermore, our forces here are still greatly out¬ 
numbered. Until we can bolster our fleet, we remain in grave danger. Every 
loss we suffer is extremely significant. It is for these reasons that we must try 
to enlist the help of the good beings of this sector and add their strength to 
our own. Separate, we shall fail, but together we shall prevail! 

The challenge laid before us is great. We must pick our engagements care¬ 
fully, striking where we can, and retreating to the safety of the great expanse 
of the Outer Rim. Together, we have overcome overwhelming odds, through 
the courage and determination of the good beings of the Rebel Alliance. I have 
the utmost confidence that we will emerge victorious once again. 

May the Force be with you. 
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INSTALLATION AND STARTING THE GAME 

NOTE: You must have X-Wing vs, TIE Fighter already installed on your 
machine before installing X-Wing vs. TIE Fighter: Balance Of Power. 



INSTALLING 

1. Insert the X~Wing vs. TIE Fighter: Balance Of 
Power CD into your CD drive. After a 
moment the Install Program will start auto¬ 
matically. If it doesn't (if you have disabled 
Autoplay), double-click the My Computer 
icon, then double-click the CD-ROM icon, 
then double-click the Xwingtie.exe file to 
start the Installer 

2. Follow the onscreen installation instructions. 

The Install Program will find where X-Wing vs. TIE 
Fighter is installed on your system and copy the 
new files to that location. 

STARTING THE GAME 

Launch X-Wing vs. TIE Fighter: Balance Of Power, with the original X- 
Wing vs. TIE Fighter disk in your CD drive. (NOTE: If you installed X- 
fing vs. TIE Fighter: Balance Of Power with the minimum install, you 
rill be prompted to insert the X-Wing vs. TIE Fighter: Balance Of Power 
>n when you reach a cutscene.) 

rou have exchanged CDs, the X-Wing vs. TIE Fighter: Balance Of 
CD may remain in the drive. -Also, you will be prompted to insert 
your X-Wing vs, TIE Fighter: Balance Of Power CD from time to time fox 
copy protection. 
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MISSION OVERVIEW 


X-Wiiig vs. TIE Fighter*. Balance Of Power expands the variety of Star 
Wars flight combat missions that you can fly by adding a new type: campaigns. 
We have also added a new battle as well as new combat and melee missions. 

Campaign missions are a continuing sequence of missions that must be 
completed to reach the final goal: total v \ci orv. These missions may be played 
either as a single player, or cooperatively with as many as eight people work¬ 
ing together in battle. After you complete each campaign mission, you can 
replay it by selecting it in Exercises. 


THE DATA PAD 


A Campaign button has been added to the Data Pad in the Pilot Records 
screen. By clicking on this button you can access one of the two available story 
lines: an Imperial campaign and a Rebel campaign. 



From the Mission Selection screen you can select 
campaign. Campaign missions progress sequentially, 
and it is necessary to win each mission to continue 
on to the next. 


play the name and a brief 
description of the currently 
selected campaign. Below the 
description is an area called 
Mission Settings. For each cam- 


The Data Pad’s screen will always dis~ 
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paign there are different 
campaign game options 
that can be configured by 
clicking on the light blue but- 
ton next to the option name* 

The available campaign set¬ 
tings are listed below. 

► Campaign Status (Con¬ 
tinue/Restart): Allows 
you to restart a cam¬ 
paign from the first 
mission or continue to 
play an existing cam¬ 
paign, starting from the last completed mission. 

NOTE: Single player and multiplayer campaigns are separate. 

► Difficulty (Easy (Cheat)/Easy/Medium/Hard): Sets the difficulty of the mis4 
sion. Medium is the default. Easy improves all friendly AI skill levels and 
diminishes all enemy AI skill levels, and makes it possible to destroy star- 
ship and platform components without first knocking out their shields. 
Easy (Cheat) allows craft selection for Campaign missions which is nor¬ 
mally prohibited. Hard diminishes all friendly AI skill levels and improves 
all enemy AI skill levels. It also enables shield regeneration on starships and 
gives countermeasures to Rebel starfighters that don't already have them. 
Slightly different forces may also be triggered (with fewer or greater num¬ 
bers and/or changed armament). Some of these changes are also used on 
occasion to balance a mission for varying numbers of players. 


CAMPAIGN SELECTION SCREEN 
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► Randomize (Off/On): 

Some missions have 
many factors that can 
be randomized, includ 
ing: starting positions, 
enemy skill level, and 
location of cargo. If 
you wish to activate 
the random factors, 
click Randomize. If 
you choose Off, the 
conditions stay con¬ 
stant. Off is the default. 

► Craft Waves (None/DefaultAJnlimited): 

When the last ship in a flight group is either destroyed or returns home, the 
entire flight group can be replaced by another wave. You can choose to 
have no replacements, use the mission’s default selection or make the 
replacements unlimited. Selecting Unlimited with difficulty set at Easy 
(Cheat) won’t allow campaign progress and points will be lost. 

► Starfighter Collisions (On/Off): Determines whether your craft is damaged 
if you collide with another starfighter. Turning this option off will negative- 
ly affect your score. 

Select Begin to proceed to Mission Description or Craft Configuration. 

(See the X-Wing vs. TIE Fighter manual for more details on these screens.) 
Select Quick Start to proceed immediately to flight, 
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BRIEFING AND DUTY ROSTER 



key segment. Also 


For campaigns, the Mission Description screen will show the duty roster 
assignments. To see the briefing map, select the button on the left-hand side. 
Carefully read both the Mission Description as well as 
the Map Briefing as it 
through its sequence. T 
information is valuable 
for mission completion 
The following but¬ 
tons select either the 
Map Briefing display, or 
the duty roster assignments 

► View Briefing Map; 

Displays the briefing 
map, 

► Assign Players; Dis¬ 
plays the duty roster assignments. 

The following three buttons control the Map Briefing display; 

► Forward: Moves the briefing forward to the next 
restarts the briefing if it has been stopped. 

► Stop: Stops the briefing in its current state. 

► Rewind: Returns to the beginning of the briefing. 

If multiple flight groups share the same name, they 

the same squadron. All craft in your squadron will respond to your v 
commands, but you cannot jump to the cockpit of a craft that is not in 
flight group. 
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large targets 
special weapor 


Depending on the mission, there will be from one to 
four different duty assignments available. Duty 
assignments include such roles 
as superiority, 
escort or patrol 
and are explained 
below. They 
define the craft 

responsibility for each 

player during the mission. The left column in 
the duty roster describes the different flight groups 

are available in the mission. The craft type and duty 
issignment are shown for each flight group. Unassigned players are assigned 
to a flight group by dragging and dropping their names into the Assigned 
Pilots area. In multiplayer games only the team captain can make these assign- 
In a single player game you may choose from any of the available flight 
w 4 , though we recommend that you fly the default group. 

► Superiority: Defeat opposition starfighters. Light homing warheads are 


damage 

voy/platform). Heavy homing warheads or 


^tarship/eon- 
veapons are usually the 


default armament. 


► Suppression: Suppress targefs weapons ias support to a strike mission, or 
to prevent enemy fire upon a mission critical craft). 

► Recon: Inspect enemy craft (typically in enemy territory), 

► Inspection: Inspect neutral or unknown craft (typically on friendly territory). 
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► Intercept: Engage enemy forces before they can attack friendly craft. 

► Escort: Ensure safe transit of friendly craft. 

► Patrol: Seek out and engage hostile forces. 

► Protea: Defend friendly craft (platform/disabled craft/cargo cache) at a 
fixed location. 

► Interdict: Destroy or damage enemy supplies or replacements. 

► Disable: Disable enemy craft (neutralize them or permit boarding by 
friendly craft), 

A note on player assignment: Don’t hesitate to experiment with different 
craft assignments, especially when only a few players are involved* You will 
notice that throughout both campaigns, the first four slots are always Rogue 
or Avenger, depending on the side you have chosen. Since both or these 
squadrons are known for their prowess in dogfighting, their typical mission 
role is “Superiority/’ The second four pilot assignment slots offer more variety 
of craft and mission roles which provide a greater range of challenges. If you 
find that a mission is too difficult to complete from a slot other than the 
default, simply try again using the default assignment. 

The following two buttons are used for duty roster assignment: 

► Auto Assign: Randomly places all players into flight groups, or you can 
choose to drag the name of each player into the desired flight group. 

► Clear List: Moves all players from the Assigned Pilots list to the Unas- 
signed Pilots list. Then you can drag the pilots into the desired flight 
groups. 

To continue or to restart, use these buttons at the bottom of the Data Pad: 

► Next: Moves to the Craft Configuration screen. 

► Restart: Returns to the Select Mission screen. 
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PILOT RECORDS AND SCORING 

PILOT RECORDS 

A View Cutscenes button has been added to the Pilot Records screen. By 
clicking on this button you can review previously seen cutscenes from campaigns 
you have flown. 

CAMPAIGN MEDALS 

A Campaign Medals button has been added to the Pilot Records screen. 
Click here to view your medals. You receive a campaign medal upon begin¬ 
ning a campaign. The Rebel campaign and the Imperial campaign have their 
own medals. As you complete each mission in the campaign, a gem is added 
to a slot on the medal. (Single player gems appear on the left, multiplayer 
geins on the right.) 


FLIGHT CONTROLS 

The following are new flight controls and commands that have been added 
with X-Wing vs. TIE Fighter: Balance Of Power. 

6^ Enable/Disable the System Messages 
During Flight (Displayed in yellow.) 

(Keyboard) Use Custom Taunts {Trigger custom taunts to 
TO send to all players. Edit taunts in the Config screen.) 

Skip Messages (Skips one fully 
l AND'®BB^^ displayed page of messages, 
two-four lines, either up or down. Only usable during message log display.) 
k Acknowledge Orders (Used for acknowl- 
1 edging wingraate orders from other players.) 
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TACTICAL MAP ROOM 

The Tactical Map Room can be instrumental in winning a mission. It is 
from here that you can track the progress of your pilots and friendly ships, as 
well as watch what the enemy ships are doing. From here, you can order your 
forces by using all the wingmate commands and command the battle from a 
bird’s-eye view. There are two ways to enter this room. (NOTE: After dying 
during a multiplayer game, you are automatically placed in this room until the out¬ 
come has been decided,) 

Go to Map Room (Leaves your craft 
W* unpiloted in space or flying in a Straight line.} 

^ Go to Map Room (Puts your craft in the hands of your 
wBBm + W0 astromech, which tries to accomplish the mission objectives 
for you to the best of its piloting ability.) 

In the Map Room, you can look at the entire battle through the lens of the cam¬ 
era. You can control that camera in a number of ways: 

Toggles Camera Mode 
between 2D and 3D, 

Zooms Camera In < 

Ohiect Targeted in i 


0^ Centers Camera < 
Ohiect Targeted i 


i on an ^oom$ camera m on an 

l Object Targeted in the CMD. w Object Targeted in the CMD. 

OR JOYSTICK FIRE BUTTON 


1 Zooms the Map In. 


OR JOYSTICK ROLL BUTTON 
VhB Zooms the Map Out. 

Besides the CMD and the map grid, there are two primary display areas 
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from which you can 
receive information, 
is to the left of 
and displays the current 
status of all friendly 
To the right of the CMD is 
an area that displays all 
inflight pop-ups (goals, 
enemy craft status, and 
scores). Trigger the pop- 
ups the same way you 
would in normal flight. 

On the upper screen of the 

Map Room, the objects that you are either following 
and/or tracking are displayed. When neither of these fields has an object 
in it, then the Map Room is in Free Mode, (Camera can be moved freely 
around space. Position your point of view by using the joystick.) To either 
track or follow an abject, that object must first be targeted in the CMD. To 
follow or track use die keys below: 

A (keypad) Toggles Follow Mode (This mode allows you 
to rotate the camera around the craft you are following.) 
0A Toggles Tracking Mode (This mode keeps 
OR • the camera focused on the tracked craft.) 


You are encouraged to use the map whenever you encounter difficulty 
completing a mission. Put your craft on autopilot (SHXFT+M), then put the 
map in Follow Mode on your craft, so you can watch how the AI tries to 
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complete the mission. Also, try tracking a mission critical craft while following 
your craft. Or try tracking your craft while it is under attack and set the 
to follow your attacker Once you get the hang of it, you will find 
provides a very powerful enhancement to your situational awareness. 

The DIST readout in the CMD always tells you the distance from the 
map’s point of view to the targeted object. When an object is being followed, 
all objects in the Map Room will have numbers appear below either the 
or image of the object. This number is the distance between the object b< 
followed and a currently targeted object. Also, a red line will be drawn froir 
this target to its target. Red lines in space lead to way points that the craft is 
flying towards. 

Finally, if you ever need to see what the specific Map Room keys are, press the 
H key, and they will appear 
to the right of the CMD. 

B-WING 
COCKPIT 

The B-wing is one of the 
deadliest fighters in die 
Rebel fleet, packing lasers, 
ion cannons and a large 
warhead capacity. While not 
as agile as some of the Rebel 
starfighters, its heavy shields 
and massive firepower make 
it a formidable opponent 
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CONFIG 

Listed below are the new Configuration Options included in X-Wing vs. 
TIE Fighter: Balance Of Power. 

3D HARDWARE OPTIONS 

X-Wing vs. TIE Fighter; Balance Of Power is designed to utilize advances 
in 3D technology and select graphics acceleration cards. NOTE; See the 
Readme for additional technical information* Some 3D cards may not be 
compatible with the game* 

Configure your 3D card from the single player or multiplayer Flight Engine 
Option screens by selecting these options: 

► 3D Hardware; Turns the use of 3D hardware acceleration on/off in the 
flight engine. NOTE; If your 3D accelerator is not your primary display 
adapter, you must first select your 3D accelerator card in the Launcher If 
you have a separate/dedicated 3Dfx card, follow these steps: Install 
X-Wing vs. TIE Fighter: Balance of Power, then go to the X-Wing vs. TIE 
Fighter Launcher, then choose Advanced Options. Choose Change 3D 
Video Card and select the 3Dfx Interactive DirectX Driver or other 3D 
card listing here in place of Primary Display Driver. Click Accept, theii 
Done before choosing to play* 

► Bilinear Filtering: Turns the use of bilinear filtering acceleration on/off in the 
flight engine for cards that support this feature. 

CUSTOM TAUNTS 


A Allows you to edit the taunts you would like to send to 

W TCmI^ other players. Highlight taunt text and type to add to or 
change a taunt. 
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LucasArts Company Store 

Visit the LucasArts Company Store at 
www.lucasarts.com. The Company Store 
offers the complete line of LucasArts games, 
hint books arid logo gear. 

Reach us by mail at: 

LucasArts Company Store 

P.O. Box 1567, Orem, UT 8405.9-1567 




How to Contact LucasArts 

Hint Line 

U. S. If you need a hint* you may call our auto¬ 
mated Hint Line, This service costs 95 cents per 
minute* requires a touch tone phone, and you 
must be at least 18 years old or have your par¬ 
ents’ permission to call. The number k 1-900- 
740-JEDI (1-900-740-5334). The option to 
speak with a live Hint Operator is also available 
from this number; (Average call length is three 
minutes.) 

Canada Our Hint line is also available to our 
Canadian customers. This service costs Si.25 
(U.S.) per minute* requires a touch tone phone, 
and you must be at least 18 years old or \v.v 
your parents’ permission to call. The number is 
1-900-677-JEDT (1-900^77-5334). (Average call 
length is three minutes.) 

Where To Find Us Online 
Visit the LucasArts Web site at 
www.lucasarts.com/support. You can reach us 
through the Technical Support section. You will 
have the option to receive online technical sup¬ 
port through York’s Help Desk, browse techni¬ 
cal documents, or leave ) message for an online 
representative. 

Yoda's Help Desk We feature Yoda’s Hr ip 
Desk, which k available in the Technical Soppon: 
section or the LucasArts Web site at 
www.lucasarts.com/support. Yoda’s Help Desk 
offers interactive solutions to technical issues 
based on information you gymyidr, and is avail¬ 
able 24 hours a day, seven days a week. 


Technical Support Phone Number 

This ttwnber is for technical assistance only, 

Hints will not fo? given- out over the Technical 
Support line. 

Please don’t hesitate to contact us after reading 
the Troubleshooting Guide and the Readme file. 
If you cannot get through to a representative ! • 
phone and you have uai-s to a fox machine or 
any of our online areas, please contact us 
through one i if these alternate means. 

Be sure to provide us with as much information 
as possible. Note the exact type of hardware that 
you are using in your system, including: your 
sound card, CD-ROM drive, ami .iii! Of RAM 
present, speed and manufacturer, >\ your proces¬ 
sor, and the specific type of modem that you are 
using (for questions involving rtmhiplapef gam¬ 
ing). Also, include the title and vumboii of dvt- 
game, and a detailed description of the pfobfcm 
You can reach our Technical Support depaiTtnent 
by calling 1-415-507-4545. We are .iv:nl.%l to 
help you S ■■ mida y -Thursday from 8:30 j jii 5:.31' 
p.m, and on Friday from 830 a ju.-4:.30 p,m; 
(Pacific Standard f m>: . 

Technical Support Fax We also offer the option 
of faxing us with technical i praticHis ..it: 1-415 
507-0300. 

When faxing, please include your name, 
return fax number with the area code, and a 
voice phone number so we can contact you if 
necessary. 

Technical Support Mailing Address 

LucasArts Entertainment O mi part v 
P.O. Box 10307. San Rafael, CA 94912 
Attn.: Product Support 
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SOFTWARE LICENSE AND LIMITED WARRANTY 

PLEASE READ THE IXINsF.i 'A RE Hi LI Y flEHOKT LSHYUEIM, UKUSfriC lit iL'i: BY ISMS THE SOITWARE, YOU ARE 

AGREEING TO I Mr I* ii NL> RV Ikl I l ! RM* i v l |r n- l.K .? \>F IF TOi»Pd SOTaCHFI.TO THE TERMS flf Tttti: IlTM^. DO NOT 
INSTALL OR IM. THF ft'H-m%kF,DPI FTP 1>in 911F Wit RE VMS- VS I RElAULl FEUS xttlWV YOUfcCOlV^tllElR, AND PROMPTLY 
RETURN THIS PAi ."KA G H VNI i ITS CONTENTS TO f IIL IT. VJ: OlftlKK.I \A% H ft Rff UNO OP THE AMOUNT Y0OPA1D, 
Thesoft^£ >{ 4IWk'tk l IIUMC. jsal <*\Kr «nri|Vtiei»ri iikTi:W ill dp- i> ! nf^ilrj "repair. <ik- ^ Inn it' in- llv-y^r^ilbS prepe::-. ul IbHkAeb. 
EntertainmentCpfijp^;||££Sid i:-. in.=«xi lOteiir.! lii ji Hiii’N Tlt’SHtvWiC- i> kur-:v! -n-jrMidi M MU. j<d ifrJL OU.il% at} 

copy right; j£t«il i 1 >c.:ei, iiiieri aed Mhcr p»sr*Kr> nrJ:u si- the ‘SmIsi- m. Yi«. cjy ute Hw Nriwaiv t*r ? ■•■ i. * .imp/vr. YddmaykR: \ I i 
(other than once tor hxfe-cp FTWWd, ffeviKnr, refr- Iraic W vfckrei.- iBm- an; piiRiis. Id rfir:ii>itTTd|i:- (21 mliJih vs p«pjir-dMh:iliir.- walli 
ofrhcSoRvrarei, i!-Mr.ir%-iiilk:J&iw*«ii-.rr>ifclvv'jtS. I--. IckrbiiH.. ■:: -,m ■ k.iJ- sriiifg ,:.in IKMIIS.d'-Ci l fC.|l «flt ifliW IV JMHK '■: I I+: 

muki-playrt i-iaj -:.c iIk- S»5>iit; H: *■;^dro npt't ■-.* -kis^yubfeik hAwp. V.i.i mir r-info i ~* 1 - < :T * ■■ il :h- 

iwipienr rj;r.. < 1.1 nctx|* ik- irnm jn.i. .nliiiaw, ul i!-Js Airmail. il ■; ■M-iuJttfcr i:: kyfefciiit, jfri ir*M I Halim <il Mliyu«c-f|v Aid dtantwi- 
|jiiiF>. jn-iin.r-r jirr : n-ldiafe ill LiittfiMYf rquipbi-k. ViWT IkMHc H- JiimiWlklEy Ur-TUUDA? ■* iWfclK I*» Wp"J"h 

LHC WAIT-im \ - ll*r illiiml CinHHW piuh-jyr ill n dw nudij; ::-i : .M in d« p:.*ri.ici will hr frwr aim Jrl.vi and tyorfateltjship 

under norma} uacifiidP a: period .:l iinr.i- »' 9 fl| Jjm Ufim Ik iSjit si puhiditoe ■!> ri UiCnl fo • :*ji eOigi;. Bf I he rtrtii p-i:r"flif |v pfdd-' 

net proves fo > drfnXhV. Md p<WI »kil ifcr Ik- Ci-isiflW pirdljyr flwJiOi W- LTC ir K-rvnklKX * H:- :r -.- iii-H.-iis ir t^tsi'pfli^ 

graph, LEC wdl rep I*.- :k ckfoiii ■ n-ylr.i .j ITU- 111 -”hanr.r V :k JirwejfifT piiiiii-xr, il ear tnrdn ptiwcti In be d^feCdv® Wftthih thib ftiftefe 1 ; 
day period fidlkwing Ik- iLd-.- >e' pun^LVc, aid lL>! i: lbs p uft> 0 : fee Jc 4 ilnc All if di? Q^WJltUief H- r«li- !> MI djiv. r J|i;l po»l. 

k-dcfKPVC IKdn !'■ rV. $$.M P'r I :.:rrv j -': T" altain a pcpkiinr-sr tTj RtV^L.lir.i r r.-.im dir C'J 1-ftiB! >Hik 

pv.’ii'.i. ff-piiil, rn -1 T. 1 . , ;r ilb i.-.in -a irdiiir, .K-.iHTi7-.-j11.-d. b| pirVsi :LsV :t i'jilIijm . :i i!:-ai-qilKii &L Ikdlr. 1 ji’i! ->jh ::jTikt Jlid iv-ili 11 
■iTis-i, Vj Kvii.-.- d.-beins imt* j Ii r ■-.--.pcjii.ii >J( : 1 k- ■*-. u r i re - |Krt«LnEwd : 1 k- CnR. 0 >d pumpt pr^flk^Kf]J|i.i x. ihr rckke-a N 

t ndrriirs prenTof pukKm. j wriftfoi ci rk itl«r % y^tr rjhk: ini <cnrn «Vln «: And.- ihib pT C>nf»a( Dm-, lii - will nuil 1 

n?pkfwnw^ ^j«i. 

Top sagmih joJ ant dial uu.- 4l 'Ac k-fwapE is iry&uj wt *hL Ejor*s fiifdhtP Ishkw iwwy ;dftr#r.v uynann «' >li' aihli 5.1 

fonh .■■!>*-... ’nirr.-jiT ,-|r>l .urr rr jiviI .!-: iir’rrc:i:>.Hi ■-r iiuirn :l- :nr jTii'klr-:: ".-Vi K' l=hI wdli ■.I y>ji ijuT. ■:! :s:> kind.! EC l:\FR1TiSLT 

DWC1-UM5 ALL flr-AaRAk'nifJbv xAPKFLS AMO LVIFian INUilJIM;. rj-1 Si! I I.LVSlT T.l :• 1 1 J. I> II. lAMI.IliO WARRANTIES OR 
MERCHANTARiyTT* 111 -VfcW IVk A FAATIt V: Vb \WUM : vNh IV.\h NT, I Hi. LWFS NjQT 'OTERANTTHAT Mil 

, i KC T\iyii% 1 A INliAIKFI) K T1 ir.-kwroc.'.l’j; will. MfE r VOLS MqWBEAlfNTSi m ULAI IT ■ tHUUCI low OTtHE ksbl 
WARE Wll I. .MI UMTN3 EWUIPII» Ott 1 SUL* EK£ 1. LIH, THAT IJ t H. I.1 f b 11 IL $1 ffTWARK WUi mXmH’JW TIK tMHE 

Slkk ^ ... iAND.TBHH5JiM.ANCt i$r H1H S0F1WAllEli«WM»1 HV ruk^i^ii: ll RKDkTluMSlkl S(TT 

AL |,OW THF. vxn IOT IHI'JJiD W-’ARRANIIKS, SO 1HIIAHDVT T XtlJLtilON MA’j KOJ AL'fl.T TO V'l.H.i. UMOEk Wtt- 
C.UMKlAfOLES INLlUIVlMti ^M.LlCil.NGI. VU1.L i tC < if. I I S I i|liHTTOfiS, EMM S>V1 FS tsk AGENTS* BE LtARLE T^ 

Vi h- ft IK A!4 Tl LMdlSCNTAL LMP*H'.T, Sflfcm OR iT^HliQI VST1AT mhbVCLk HNi jink's: l>.UrtA6fA I ivs IJLlSK GF3USI- 
NFAV re:OEnri, eusi.sk:-; rcnjusLTnoM. m>4 i.:n hisisek Inkirau i 10 s. and THE lIHs-v atuh^g U : i -r h i i ir h kMiSlf.N, 
Hit. OK VAl.HlM 11- W of JI US-PKMWCT, l&Cl UHIN^ W I FOl $ I IMffATK»N. IM«VOH TO mWK\r ,VMV. 1iV THE 
fXTIJTTJUDUiTf7FF> pft LAW, :xAM. , .i .l .-i FOI; PfiH^lNAI TMFUR1, EVEN IH LET. [3AS P-EEW ADVBED OT i HE PtlHfiEfi '■ f V 1 U ANY 
STCIT DAhLWaS OR U .-.NIJ EVEN IH I lib OR AN LJ& AlA i I- iR^EIJ H.EFRL>L-N I AtE 1 -1 I I.A 4 fo ? N ADVISED OF THE POSSIWL- 

Fit Of I I iAV I kVGS Si «Mi. JURISl sV'fiOkY ?>■ 1 NOT AI I GW THE J UirrAriXJN OR EXGI.1.5EJN OFLLABJL1TY FDR 3SQDPN 
TV I t IR C‘ .'MSFQl.t.NrTl.VI .li,AM.Vf.F"\ H.'- 7ill : ABOVE SJMnATTUk DR ENGL! NON MAY ^ 1 1 APPLY TQ YOU, THIS WARRANTY 
C5VILS YOU •IPBUHi: LEGAL SIUH LX. .LSD YfJU MAY b IAY1 Glib K RIGITli' 0£ PEN DING vTN THE I V'JC^IS YOUR STATE, Y00 
AGKI C THAT ri IJ- I.fo ; , u m I.CCAm^ OFT <iF ANYPINDOF LPCAL^IA! 'WHKHHZH K v:LlNTR.V.T,TOHT r OR oth- 
FRWIk- ■ W.U4 NOT PSCEEp THE A.YKTLWF Y-iiLIOH.I-ilN'.I.Ir I'AIDFOR I HE UHi L» IIDS TKOlJlY I 

0 I VO SjuOfc.. .VI .'wJbK scKrtved r«aiy 0«Uri l-S .1 ijjiityari <4 1 wilt timet Uv-^ ’Sin.i^r Vlikn Trrtankfn. T'-uprn(.#si (11&4-199& II,- 

r’-'fuhL. Ipc, vl! v/. HM 1 SfJTWoiir. l>ir i- i iwr - ;. nlf.inc:. All id Ik uaiariLi} .lid l-yuiN pbrlRi-sd 11 llr-. fen it SftkdauL AbTi\v?rrJikliii 
i« iei| fCT^jc-u, liriic.vf J->J. ri£kDUl ir.Lli:-., a triirtly vDUUtknilJ. 

LitwAni LV-rtiJimwitV'Ciifuir:- tt C. KG. Bf-: l&Hi". S?n R?i?d<A 
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